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What's the idea?

PVE Storytelling: Gameplay interspersed with narrative-based
cutscenes and boss battles

Big
Campaign
battles!
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How does it benefit the player?

Good opportunity to use AA as one of the main conduits for our
lore, also makes general gameplay more engaging

This really ups the AA game on a
whole different level. It's more
interactive, has a more
personalized feel, and as an
Arcadians holder i would feel
more affinity to my nft as it really
feels as though my nft is
representing me in the game

perhaps we can
have dialogues that
happen outside of
AA, maybe at
Arcadia when player
hasn't started
playing any game.

Love the storytelling
part but the format
might not be the
most engaging
(definitely the
easiest to do @)

excited to see
maps to explore,
items to pick up,
etc within the AA
game

Given that we are targeting a “competitive” specific audience, |
feel that there might be value in having cutscenes/ narratives as
an optional feature. IMO most hyper-competitive players regard

storylines and lore as a nuisance. Can't say I'm in the same
category personally. Just a recent example. In Lost Ark, there are
cutscenes before every boss. In order to skip the cutscene all

nlavers< in the raid miist vate ta <kin If vai dan't IMMEDIATFEI Y



What's the idea?

Metagame Questing: DAILIES

Why we should consider this -

Solo Player Retention; creating a steady routine for players to
actively and continually visit and engage with our platform

Periodic [Daily] Quests [Purpose: Solo Player Retention]

Aka, the “grind”. (Grinds are fun if you |l

Basic Questing

Win On:
Normal Win Thre

Difficult Win Five G

multiple OG Arcadian:
chooses “Difficult”

This mode does
[ ys to complet
be three days

HMW make le.
dailies fun for
all 3+ gamer

archetypes? accomplish

Periodic [Daily] Quests [Purpose: Solo Player Retention]
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Periodic [Daily] Quests [Purpose: Solo Player Retention]

Win Conditions

Competitive: Great rewards

Casual: Fun and easy to

CAarmirmmrimidire lhemrd Cacial

slightly....|
don't really
like the grind if
it's too
repetitive.

| think this one should
exist with something
else, seems great to
keep engagement, but
not so much emotional
connection or
community

only if there's a clear and
good-enough incentive. but
i do agree that this is a
great way to increase DAU
of the platform. this can co-
exist with idea 1?

perhaps the grind can
involve a little puzzle
game.

Farmville, | just
accessed daily to get
my reward and GTFO

o

r/EscapefromTarkov -

Hot take: Daily quests

shouldn't actually take
all day to complete

932 votes and 176 comments so far on
ddit

Great thread on reddit
regarding optimising

dailies - "When is the
grind fun vs. tedious"




What's the idea? Why we should consider this -

Metagame Questing: WORLD QUESTS Great way to continue the storytelling. Adds a social /
Big quests that can either be for the entire platform to complete, or for guilds community layer to the completion of a shared task. Rewards
to run together >>> could be an avenue for us to push the lore forward: i.e. have to be sufficiently appealing.

fight a world boss, progress to the next season as as community
Could provide us with a greater avenue to target guilds and
SREEY ol communities and keep them continually engaged.

yeS it'S nice i think this is the best idea out of all the three.
.

something that heavily incorporates lore PLUS a social
© layer (since web3 is all about communities!). i feel that
Dﬁ;}i” 1’0 att’!;’:i( to p | ay asa this is the right mix of everything - even if i dont win
: the reward, i still get something (lore, community
te am interaction) out of it without it feeling like work or
grinding

Oh yeah, big emotional perhaps call

connection and big reward special
community building, this game items to
seems like the biggest
value paired with the daily members of a
quests, but seems to be the Specific gUI|d, to

biggest cost too

build identity.



What's the idea?

Achievement Hunting: Providing non-monetary rewards (cosmetics,
titles, badges) for these types of players (completionists)

How does it benefit the player?

Rewards completionist archetype and retains them through
continued engagement (farming the achievement).

Achievements (Global: Firsts, “Higher, Further, Faster
Completionists, Power Gamers]

Cosmetic rewards (garment, title, etc.) or Profile Badges as
reward for additional flex factor.

titles, etc.

Achievements
/Badges Level (24
flexing on

steam profiles

yes! | love it when Having the achievements

WoW Title hunting

through

Achievement

hunting in
Gw2 for
badges and
titles

Steam rewards me
with some
collectible cards
when | played a
game for a certain
duration.

not clearly described might
be interesting because

users would need to rely

on eachother's help to get

a full completion and if the
completion yields a cool

rewards, people would for

sure do it

I like the Steam
community page
where players can

showcase their
fan art and game
screenshots etc.

completion of
quests to show off
your sweatiness

8

Level indicator >>>
Tiered System >>>
Social Utility? real
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s[s[s[s[s]i



What's the idea? How does it benefit the player

As AA is a synergies based strategy game, understanding
about the lore + individual character strengths, character
codependencies could give users a "Game-onboarding"
on how to best pair Arcadian NFTs into a team

Waifu game inspired character pulls
(https://docs.google.com/presentation/d/1Rq2ZgZ_LX1z0QrgUOvknG5t41CCLr2Bd0cPKgElls
sE/edit?usp=sharing)

« create artificial scarcity + demand for OG Arcadians/ assets via ranking in UR SSR SR tiers
« Solidify pull loop by allowing for "recycling" of unwanted assets, getting more chances to pull
« Encouraging payment/grind ecosystem through "Buy Special Passes"

» Would be a "next step" integration to the "CHOOSE
YOUR TEAM" lore injected onboarding introduced
earlier

Reference Gatcha pulls

Gatna rosuts L]

\

Attain Special pass via burning items/characters

These char pU”S can Since we can't have repeat
be for OG Arcadians of the same character/NFT,
no longer on sale on 'f;’;‘;‘k:ZEseoF;‘:\“rSC:Zi"a:: Interesting to note: Waifu In our case, it may be a good way to
OpenSEA - like triple (group based on ore) - games' main attraction is the art _ PULART front and center and
S tier super rare think: THIEVES GUILD from + interaction appeal when we introduce each Arcadian in a close

up + Choose Your Own Adventure
Style of how they talk, interact in
talks" to you/other characters. Fights + environment + with others

Gacha elder scrolls
can choose how character



https://docs.google.com/presentation/d/1Rq2ZgZ_LXlz0QrgUOvknG5t41CCLr2Bd0cPKgEllssE/edit?usp=sharing
https://docs.google.com/presentation/d/1Rq2ZgZ_LXlz0QrgUOvknG5t41CCLr2Bd0cPKgEllssE/edit?usp=sharing

What's the idea? Why we should consider this -

XXXX

Community Huge
FACTION Engagement - resonance
identifying with an
with a faction overall lore
i.e Horde If factions are organized by
ethos but reflected in
- aesthetics, what are three Additional Thoughts + Ideas
Alliance main ways Arcadians could 8

look at the wider universe?

Faction-specific
characteristics:
Certain

Faction-specific gear can promote
the creation of alts, promoting
retention by doubling or tripling up

COSMETICS, or o )
e on existing content in order to
abilities, etc. ; .
access unique opportunities




What's the idea?

Famous Arcadians : Spotlight actual L1 & L2 Arcadians with
varied randomness. Have certain quest givers, lore characters,
npcs, modeled after specific L1 & L2 Arcadians. I'm kinda
drawing inspiration from WoW here. At times, Bliz devs have
chosen to immortalize certain “high status” players in WoW by
creating a permanent NPC in their honor (i.e. Leroy Jenkins).
Specific Arcadians can be set as permanent NPC with a
mainstay in the lore, or just briefly touched on and spotlighted
temporarily. I think this is a good way to market specific
Arcadian releases in the future, and also a decent reward
system for holders. Arcadian holders might have their Arcadian
mentioned in the lore with the implication that a “Lore/
Famous” Arcadian is more valuable.

Austin

Why we should consider this -

From my view this seems like a system that can be expanded on
fairly easily. Incentivises community building as “high status”
players might have increased chances of their Arcadian
becoming “Famous”. Holders asymbol a diverse cast in hopes
that one of their Arcadians gets “spotlighted”. “Spotlighted”
Arcadians should boost demand which can be done post or pre
drop. I’'m an extreme believer in the idea that in-game status is
a very high demand and valued “asset”. IMO skins, in-game
tags, cosmetics, *cough* NFTs, are all manifested, at least in
part, from a desire for online status. Like quite frankly I think
there is a huge population that would rather “flex” online
(Bored Ape) than IRL (Lambo). It's just about connecting the
status to the asset and I think this might help in that venture.

Additional Thoughts + Ideas



What's the idea? Why we should consider this -

XXXX XXXX

Additional Thoughts + Ideas



What's the idea?

Role Specific Quests / Events : Have certain lore/ quests/
events only be accessible to specific classes of Arcadians. If
used rotationally, every Arcadian owner will get their turn and
have an opportunity to participate. Incentivises players to
branch out into different Arcadian classes in order to access
content. If paired with group quests, it can help motivate
players to get their friends to expand into different classes as
well (i.e. quest that needs 4 players with a wizard to complete).

Additional Thoughts + Ideas

Honestly see some problems with this idea as is.
Currently our player-base isn't big enough to start
dividing it now IMO. If class specific content goes out,
the current audience of that content is extremely
limited. I do think there might be value in planting the
seeds for something similar to grow in the future.
Specifically something that allows players to
organically choose what level of competition they will
engage in and diversify the win audience. Although it
sounds like general challenge difficulty is already
pushing for this. Austin

Austin

Faction
specific
quests

Why we should consider this -

Besides the social and content incentives. Class specific
tournaments/ quests/ challenges break up the larger player
base to help diversify winners and even out competition. For
example, a player who might often lose platform-wide
challenges, might have a much better chance if the challenge is
limited to “gunner” holders. If something like this were to catch
on, there might become “implied” class ranks. In the same way
that you can select a hardcore server or a casual server in
MMOs, maybe commiting to a certain class brings about a
certain level of challenge difficulty. I think this might be an
interesting way to allow players to self-align with their desired
competitive skill level. These are just examples but maybe
wizard class has content tailored to grindy competitive players
and allows for multiple tries (the 2hr long triska players), the

. . T * "o the one and dones (only

MMR POV - Everyone feeling content that revolves around
how can we like they are itive players). Then if content
diversify contributing /  d be a pretty noticeable
winners in participating i ~ ach group.
tournaments nsome way



What's the idea? Why we should consider this -

XXXX XXXX

Additional Thoughts + Ideas



Austin

What's the idea?

Community involvement in lore : I think one of the strongest
examples of this can be seen in SCP. Players create text based
narratives for their own SCP “monsters” and share them with
the community (i.e. SCP #6969 : Monster is the product of a
failed bioweaponry project, its description is [...] its weakness
is [...] its strengths are [...]) If the community finds one
particular monster really interesting, devs might go forward
with implementing the monster in game with respect to the
community created narrative. Might be cool to have players
create similar profiles for Arcadians that can be released
individually or in groups. (i.e. Arcadian #3500-4000 : Group of
lost explorers that look like [...] they often have [...] for pets and
are well trained in [...])

Why we should consider this -

I think the biggest benefit is community involvement. Also
might give us an opportunity to see what kind of lore builds
momentum and gets the community excited. If something like
this were to pan out and gain community traction it could be a
good way to crowdsource ideas.

The SCP Foundation[note 3] is a fictional
secret organization documented by the
collaborative writing wiki project of the
same name. Within the website's shared
universe, the Foundation is responsible for
capturing and containing various paranormal,
supernatural, and other mysterious phenomena
unexplained by mainstream science (known as
"anomalies" or "SCPs"), while also keeping
their existence hidden from the rest of

S0P 035
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human society. The real-world website is o ¢
community-based and includes elements of SUPFUUN TIUN 5K
many genres such as horror, science fiction, ®
and urban fantasy. s



https://en.wikipedia.org/wiki/SCP_Foundation#cite_note-e-7
https://en.wikipedia.org/wiki/Collaborative_fiction
https://en.wikipedia.org/wiki/Wiki
https://en.wikipedia.org/wiki/Shared_universe
https://en.wikipedia.org/wiki/Shared_universe
https://en.wikipedia.org/wiki/Paranormal
https://en.wikipedia.org/wiki/Supernatural
https://en.wikipedia.org/wiki/Horror_fiction
https://en.wikipedia.org/wiki/Science_fiction
https://en.wikipedia.org/wiki/Urban_fantasy

What's the idea? Why we should consider this -

XXXX XXXX

Additional Thoughts + Ideas



The
Competitive
Gamer

Play Style

Competitive Gamers want to simply get good and win at
games that interest them. How this translates into Play
Style is that they yearn to practice, hone their skills,
optimise game mechanics, and gather whatever
advantages available to them to take into the PvP /
Tournament space to battle it out for the top spot and win
the prize.

On Arcadia, this would mean identifying games on the
platform that they enjoy and practicing them. They would
also dive deep into the metagame and farm their dailies
in order to attain the best possible equipment from the
marketplace, NFTs, et cetra, in order to increase their
chances of winning.

Motivations

3
W/
||
Quality

Games have to be first deemed as
interesting or worth playing before
Competitive Gamers are engaged
enough to become engrossed and
"sweaty". This includes elements of
skills and strategy over pure RNG
that would provide these gamers
with a higher level of assurance that
time and effort directly correlate
with win-rate.

Challenges
€,
Ry
Leaving it up to chance

Games that leave too much of the
gameplay up to chance would be a
large painpoint for this archetype. As
they are motivated by increasing
their chance of winning through
practice and optimisation, RNG is
the antithesis of this. This does not
include the RNG of metagame
elements like Gacha that are
secondary to the actual playing of
the game.

2

Metagame Grinding

Provision of metagame elements
like daily quests and gacha for the
opportunity to attain better gear or
other ways to optimise their
gameplay will enhance the
experience for competitive gamers.
These will be the gamers that grind
quests in order to increase their
odds of optimising their gameplay.

H

Lack of ability to optimise
Competitive gamers enjoy
strategising both in and out of the
game. Within the game, overly
simplistic gameplay that doesn't
require much effort to master would
be unappealing to this archetype. In
the metagame, a lack of ability to
customise characters, min/max skill
trees and item builds, and etc.
would take away from the
experience of these gamers.

\/

M

PvP and Tournaments

Competitive Gamers would want to
close their loop of practice and
optimisation by pitting their abilities
and characters against other
players. The chance to compete and
be rewarded for it is a large
motivating factor for these gamers.

¥

Cheating and Bugs

On top of game and metagame
quality, games that do not efficiently
control cheaters or are overly buggy
that it effects gameplay
substantially are avoided by
competitive gamers. These
archetypes would want to ensure
that their time and efforts aren't
trump by factors outside the ambit
of the game itself.



.. The
Casual
Gamer

e

Play Style

Casual Gamers are defined by their limited interest and
time spent on games. They are drawn towards hypercasual
games that are quick and easy, usually playing in short
bursts of time - which helps them pass the time or combat
boredom.

On Arcadia, in order to facilitate the casual gamers journey,
we need to ensure that the onboarding flow is simple and
quick with the option of skipping potentially tedious tasks
for this archetype (wallet connect). In addition, optimising
for mobile would also be a huge benefit as it is this
archetype's medium of choice. Arcadia offers a plethora of
hypercasual games suited for this archetype. Our challenge
would be enticing these gamers to become more than
casual; to join our ecosystem: purchasing in the
marketplace, participating in the metagame. This could
be done by rewarding casual play and enticing these users
to participate in various aspects through these rewards for
additional benefits that are difficult to refuse.

Motivations
¥
Easy to Learn, Fun to Play

Casual Gamers see games as a medium to
pass the time. This means that games
they gravitate to are easy to learn
(supported by tutorial mechanics) with
engaging (or addictive) gameplay. This
applies to all games in spite of the
"quality" - The challenge for Arcadia is to
integrate casual gamers into the
ecosystem sufficiently before they feel
like stopping, providing a plethora of
options and reasons to keep playing
(rewards, events, etc.), hopefully
converting these users into one of the
other archetypes.

Challenges

s

Steep / Unguided Learning Curve
Casual Gamers do not appreciate it when
a platform or game doesn't guide them
as to how to play or how the ecosystem
works. This lack of hand holding often
results in these users dropping off. In
addition, as soon as a game becomes
more of a chore to learn, beat, or
progress, these gamers are likely to stop
playing.

ll"
Repetition and Progress
Expanding more on "Addictive"
Gameplay, Casual Gamers enjoy a
familiar, repeated game mechanic that
they can get better at as they continue
playing. Hypercasual Games would thus
have to find the balance of progressively
increasing the difficulty such that the
levels are challenging enough for the
progress of the user's skill, but not too
challenging that it shut downs the user.
Casual Gamers also enjoy a sense of
tangible progression via an interactive UI
and the provision of in-game rewards.

M

Hyper Competitiveness

Casual Gamers do not appreciate games
and platforms that are hyper competitive
but imbalanced. Generally, these gamers
prefer games that are either solo or have
a stronger PVE element that doesn't force
competition (PvP) onto the player. If a
game is PvP centric, these gamers would
like the matchmaking to have a balancing
mechanic such that they are not
constantly playing against players
outside of their skill range.

[ 7

Rise of Web2 Rewards

With the rise of gamification
within e-commerce platforms
like Lazada and Shopee, Casual
Gamers are being introduced to
hypercasual Play2Earn. Now
provided with the side benefit
of cashback vouchers and
discounts, these casual gamers
potentially become a lot more
motivated to progress.



| oY, )| Community

Play Style

Community Gamers prioritise social interaction and
group affinity when playing. Whether with strangers, their
guild, or with their friend group, this archetype finds the
most enjoyment hanging out in the 'lobby"' and playing
games that facilitate communication.

On Arcadia, our tournament / PvP feature allows for
groups to gather and compete, however, what would
enhance this experience is the added social layer of
being able to chat with one another, whether on the
platform or on discord, via text or voice. The introduction
of platform- or guild-wide quests whereby groups have
to get together to fulfill a task would also serve the needs
of this archetype. Additional elements of delight would be
other 'group-forming' features like the ability to form
squads or clans, and features that facilitate additional
cooperation and communication like player stalls in a
marketplace, the ability to trade, and the presence of
more co-op games.

Motivations

[ )]

{ T 1]
Hanging out with and Making fan
Friends
Community Gamers enjoy using fun
and interesting games that facilitate
socialising to meet new people and
hang out, as well as play with existing
friends. Although the game's quality is
important to these gamers as well,
they find co-op elements such as
building a clan or party to work
towards certain collective objectives
the most appealing as these shared
goals facilitate communication. Many
of these gamers find themselves in
cooperative groups in various games,
most of them being a part of multiple
discord channels dedicated to a
specific game.

Challenges

Non-Conducive Community Environment

nnn
Co-op Games
"Winning is better together" is the
mantra of Community Gamers and
this heavily influences their choice of
games. These gamers learn towards
games that allow for teamplay -
whether PVE or PvP. They prefer
genres like Survival and MMORPGs
whereby mechanics either benefit
groups, or additional coop content
can be accomplished as a group. This
can also be seen in non-social
competitive games like DotA or
Valorant whereby community gamers
heavily lean towards playing with a
group of 5 rather than in public
match-ups.

&0

Platforms and games are highlighted as non-conducive
for socialisation are defined as such either because
they do not posses the relevant social features, or
have built a toxic community. As highlighted above, the
ability to form affinities, chat, and accomplish shared
goals is vital, but the onus is on game and platform
owners to ensure that the community remains
respectful and conducive for these interactions to take
place in the first place. Survival Co-op games like Rust
is a great example of this paradox as they have built an
extremely cooperative game that has grown into a
competitive, often solo PvP game due to the toxic

"shoot on sight" mentality of the players.

Ecosystem of Social and Identity
Features

Beyond the obvious social features
like a friends list and global chat,
Community Gamers prefer platforms
and games that facilitate all types of
social actions that help them build
different connections with others
such as trading, setting up of stores,
and faction-forming. In addition, in
order to facilitate these connections,
these gamers also enjoy games that
allow them to customise their avatar
and present their identity in a robust,
tailored manner.






Target Audience + Tone of Voice + Possible Genres
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Main/guide NPCs can also help ground the
players in history. PCs are undoubtedly cool
explorers, fighters, etc., but they're probably

not the first to go beyond the borders of
Arcadia. What happened to that first
generation of brave and foolish adventurers?
No one could make a trip like that and not be
changed, for better or worse. Who gained
power and confidence? Who was injured,
intimidated, diminished nd who was lost
to the voi

While I don't think we should make it that
obvious, there's a fun opportunity here to
do some preliminary playstyle

segmentation with core player-facing
characters like these. Who's in it to discover
new things? Who wants to fight and get
sweet loot? Etc.




Retro Game Challenge, a 2-game DS series based on the
Japanese series "Game Center X', made an entire
fictional history of NES-style games, sequels, rumors,
and articles (including things like "newly-discovered
cheat codes" that let players enjoy games in ongoing
series long after they complete the initial challenges)
tied together by a weird metaplot where an avatar of
the real TV show’s host forces the PCs to play games.

While it seems like we're playing the
Arcadia story a bit straight so far,
treating the first-party game library like a
franchise will allow us to string thematic
scaffolding between different games in
addition to narrative, and NPCs can
comment on both kinds of connections.

points Delicious. Ideas and Tangible Racing
aboutwhich g themes that biects, e
the (includes I feel good but ¥
obesome. andtahat | hwvereoeen | Principles, ['ondioi [inatdoiney Survi s Vnatdove want players
consensus  themoment) discussedyet  and places  are modular/ e UPVIVOT'S NEEAS o fel wnen they leave the
. i Survivors needs
proceduralas oMM Ul guidance ~ SfevofcoreAcdato
B What makes face the unknown? metagame takeaways
them unique? . — lore, loot, faction
Survivors needs significance, etc.
Arcadian | geography—  Whatarethecomsequences &
Arcadians Survivors landmarks, roning Weaker by ihezys
Fragments, e jen ecosystems, etc.
= relte .06 and Genz
s modular / o e na . R
procedural s Survivors i,
o players recogie ht Arcaa
needs mobs! sy st pouer, e
The universe . Arcadia was Arcadia is Jovaiie
was shattered Arcadians isolated for nin ORI
at some point woke up aperiod of opening e
in the past e up again demonstrate this
. Obviouslythere
Arcadia Arcadians "camey |l et
Preexisting cities, Arcadials e ) Sl NPCs who never
New structures, expanding powertul T el
structures, danger exploring weird untilnow?
landmasses, etc ambitious
landmasses, etc The unknonn dangerous
offers new
What's our 3factions | Pefensive, :
- . o opportunities " Militaristic, ax: eXplore,
It's always been here We know who NI forpoverand are ideal, | offensive: S eXpand,
* Individual and factional made these things et it seems | diplomatic/ :‘ysﬁ(al . eXploit,
beliefs abound b - f o o magical? eXterminate
* Others stress function EEILER URY &l s manyfors, other games e
5 s Bl arror, - Smas|
over meaning — "Don't the factions they i 3o s, WoW  Unique dasses rogoe/ ool
b ) ransformers hs aesthetics, home. specilist, g
know, don't care. It makes represented still S @) Tt mage | sorcery Arcadian
electricity and that's all | X e ey classes —
In Torment: Tides of Numenera, history  Cr€ 20OUt" exiSt Obvlously, each Saraat st core  ahens oy let's list 'em
is so distant it's often a waste of time to faction will have ety alens
try to understand why this acid grenade fsoun goals MAG  Aesthetics, G joe, Euro-Metal Gear
works — ye, 5 10000 years od and ) AT
probably wasn't built to explode, but it's & mechnanics insurrectionists.
established fact that whatever itis, it
makes an awesome grenade. s "":‘“:5 g
worlds changes an
Arcadian, makes Landmarks?
lher; Tﬂ'e — let's list
powerful, more s
strange, and more

personalized.

Mobile Game XMedia  We can make game-

specific quest
rewards that reflect
not only the game's
artstyle and
gameplay, butits

IR lore significance.

There's no reason that we can't depict the same
locations in different games! Imagine seeing an out-of-
control car from the racing game blast through some

mobs in Arcadian Survivor. Little callbacks to the

shared Arcadian setting will make the world feel
bigger and more connected than you'd think from the
basic "avatar-based minigames with an avatar-based
metagame" pitch of the platform.
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own “crossovers lore significance.

RIFT: long-
running portal
Retro Game Challenge, a 2-game DS series based on the fantasy MMO
Japanese series "Game Center CX", made an entire

fictional history of NES-style games, sequels, rumors,
and articles (including things like "newly-discovered
cheat codes” that let players enjoy games in ongoing
series long after they complete the initial challenges)

tied together by a weird metaplot where an avatar of There's no reason that we can't depict the same
the real TV show's host forces the PCs to play games.  |ocations in different games! Imagine seeing an out-of-
control car from the racing game blast through some

While it seems like we're playing the mobs in Arcadian Survivor. Little callbacks to the

Arcadia story a bit straight so far, shared Arcadian setting will make the world feel

treating the first-party game library like a  bigger and more connected than you'd think from the
franchise will allow us to string thematic basic "avatar-based minigames with an avatar-based
scaffolding between different games in metagame" pitch of the platform.
addition to narrative, and NPCs can
comment on both kinds of connections.
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Faction 1: The Uncrowned

and magic — they just do it in a uniform, traditional way.

hey may be old-fashioned, but the Uncrowned still embrace both technology

[\

They're big into branding

You're not just a wizard — you're a
Magus of the Crown.

The Uncrowned embrace
tradition... and dictate it.

They are old-fashioned, adopting

coordinated, anachronistic styles.

They recreate images and
dreams of the past, even though
they don't always know what
those dreams and images mean.

bein an
ongoing

4 Their HQ could

excavation. Why
would you want
to be anywhere
but the best,
oldest place you
could find?

Uncrowned Founders

The Uncrowned maintain that they have at
least one first generation Arcadian that holds
court in their (mostly underground)
headquarters — the Heir, the Scion, the
Regent, the First etc.

This is probably true! Even though all first
generation Arcadians eventually discovered
that their power diminished over time, some
found it was possible to bind themselves to
a place to extend their lifespan and pursue
their goals. Inside the Palace's walls, the
First holds audience with only the most elite
— or the most promising — of the
Uncrowned.

Does that actually mean anythingd N€ Uncrowned are collectors. They have an amazing collection of ancient Arcadian artifacts, and no,
They hope other people think so! they're not keen on sharing except to impress people with their undeniable command of history.

Faction 2: The Quicksilver

(EETrr—
He ]

HQ — a cool metal-lightningy
tower, I bet. Maybe they run
the power grid in the city!

The Quicksilver go beyond.
They embrace chaos.

They are scientists, magi, and
warriors united by a need to push
the boundaries of the possible.
Arcadia is a strange, ever-changing
place, and things have only gotten
stranger with the advent of the great it is to sharpen your
Second Generation.

How can anyone prepare for

enough to cozy up to wild

creatures. I know we have a

pet slot, so that's exciting!

Quicksilver are probably the
most pet-friendly faction, as
They bond with the world and seek many are brave or foolish
even further transformation.

fingernails in the heart of a star.

You get the feeling that you'd .
Arcadia's future without turning the | derstand them better if you Sea — nature/animals, travel (they tend to look at

unknown into experience — and
chaos into strength?

he Quicksilver are ecstatic researchers. If you leave one of them alone with
our cool stuff, odds are that they'll try to take it apart, test it, or start talking to it.
hing is... they have a knack for encouraging things to answer.

joined up, for better or worse.

Quicksilver Founders

As they can come off as cryptic, particularly to outsiders,
the Quicksilver have unclear attitudes at best towards the
first-generation Arcadians in their past. Quicksilver
founders might be conventionally alive somewhere, or
possibly ascended to some sort of techno-weird

The Quicksilver are friendly — demigodhood? Tough to say.
gregarious, even — but they are
also prone to launching into

enthusiastic tirades about how

What is clear is that each Quicksilver follows some
combination of three ideals or foci... who might be people?

Spark — combat magic, weather, palpable chaos.
Guns, wands, power generators, etc.

space with ocean metaphors for whatever reason),
survival in harsh environments

Shape — smithing/crafting/building, arcane geology,

self-transformation

Dustguard fashion is like Dustguard tech,
favoring function over form. Pouches,
patched together armor plating, exposed
wiring, etc.
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They maintain balance, uninterested in
making the sweeping historical
statements like the Quicksilver and
Uncrowned.

They scavenge, disassemble, and adapt.
They also sell!

They are cheerful enthusiasts, training
through apprenticeship.

Dustguard Founders

"Yes, we had some. They died. It happens."

The Dustguard are curious, but cautious.

HQ?

The Dustguard are more like a
guild than a faction, with
workshops (often attached to
people's homes) located
throughout the city. They might
have a central office, but it's
kind of only there for fancy
factional business.

Members of the 'Guard tend to be pretty busy maintaining the mechanisms of daily
Arcadian life, so they can come off as dismissive to people who haven't proven their
usefulness to the task at hand. But to those who demonstrate a knack for the practical
arts, they're as welcoming as any Quicksilver — and they won't try to sell you on the life-
changing benefits of ethically-cultured starshark lungs, unlike others they could name.



Mob Type 2:
Scrapbot

Mob Type 1:
Crystal
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'The basic form, which can replace the Slime, is the Small
rystal. No special behaviors; spawns normally (off-
creen)

I

bnd form can be a different color and slightly larger.

Higher HP; no special behaviors; spawns normally

1

prd form: unstable crystal that explodes a second or two I

Fi(er getting into melee range. Explosion can harm mobs? | ISpecial spawn:

! jPulls self from

| Ipiles of rubble or

1 jscrap

Elite fast version
— could signal a
leap attack with a
line, allowing the
player to move
perpendicularly
to the charge
path rather than
retreating

 'Basic form:
IMechanical Melee

[}

IAth / elite form: large crystal with orbiting smaller
crystals. Can have a special spawn of some kind like
merging from the ground

1

|Ranged blaster. Can always show the
jelement —always a little on fire,
jalways crackling with electricity, etc.

:Boss — spectral tech-
{thing.

1

IDefinitely not human,
'but echoes Arcadian
:gear.

1

By radically altering,
Iomitting, and adding
body types to the
lexisting Arcadian
framework, we can do
:strange and fun stuff
\with our arsenal of
lassets.

1

:Whether that involves
llive SFX (alpha channel
Istuff, particle effects,
:etc) or simply new
\bitmaps is up to us!

(I mean, imagine
getting beaten up by a
giant sword. Just a
sword. Yikes!)



Humor! Let's consider current and
future games when thinking about
Arcadia's weird geography.

Getting weird with portals




Metagame Context Setting

Metagame Workshop Summary + Context Setting  Rick's Metagame + Lore Deck
(Click pdf below to view slides) (Click pdf below to view slides)

Metagame
Workshop
Summary Arcadia Meta+Lore

ARCAN

Arcadian Races: A
Synopsis

Lore Material

Link to G Metagame Workshop Board
(Click link below)

ARCADIA: The World of Portals The Player Arcadians (113)

n
Metagame Workshop

The Player Arcadians (2

The Player Arcadians (313)




After checking out the decks above, is there anything that immediately stands out or seems

particularly noteworthy or cool to you? Why?

getng an G Arcan.

castereggs.

When it comes to a solid metagame and/or lore, do any games come to mind? Why so?
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